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ARCHON 

THE MANUAL 




THE GAME. APCHON oec^fs the etemc* sfruogke be- 
tween light and Daftness as a cent** of action and uraiegv 
between opposing force* wrought from myth and legend 
The Ught Side and the Dorfc Side are equal in lumper, be* 
anced in strength, but noi ►oenticol The* aim, however, ts 
the some: conquest ol me live "power points" or the eemlno- 
Won of the opposite side 

ICONS. rhe various tansajftc creatures at your command 
are represented by specific imoges- , 'icons"-sfyiiied pic- 
tures of knights. gobttns. marfflcofes. and the Uke 

There ore 18 icons-o total of e*ght different kinds on each 
side. None of yours ore Identical to any of the icons on me 
otr-ef 5 Je 

THE TWO SCREENS. ARCHON ts played on two 
screens On one-the strategy screen-you and your op- 



ponent to*e turns maneuvering your icons into favorable 
positions When you ptoco an icon on a square already 
occupied by one of your opponent s toons, the gomo shifts 
temporarily to me second display, the combat arena 

HOSTILITIES. lnc4d^ashtonedond-odmitii-som«- 
■nol on DQCM QQISSM I OHM bOBfepOHMMT Bfl i RW 1 
tie "defending" piece gets removed quietly from me board, 
and 'he "oriocker" wins (he "baffle "— ana the sowore— 
without a blow be«ng struck. 

in ARCHON, we do not attow such docility, such rank 
defeatism on me part of the defender. No! It you want that 
square, you have »o IgM tor W When you try to occupy a 
square hetd by the enemy, she disputed square e*pondf 
to til the entire screen ana then, m the words of a 
certain change M a n ned monster of comic-book tome, 
"ITS CtOBBERIN' Mr 




IMNnOOM 


BANSHEE 


GOBUN 


IROLL 


GOBLIN 


BASILISK 


GOBUN 




GOBLIN 




GOBLIN 


DRAGON 


GOBIN 


BASILISK 


GOBLIN 


TROLL 



INITIAL STRATEGY SCREEN 



THE LUMINOSITY CYCLE. ARCHONs strategy 
screen changes . Whtio tome squares are always wMe or 
always fc*ock. otrvea-" luminance* '' squares (mortcod o in 
figure Two)-vary in brightness ttvoughoul tho gome in o 
stmple patten block dart* barely dark boielv I'Qhr 
light - white, and reverie Back and forth. fri<oughouf 
rho game, tho cycle continues, the kjminance shitting after 
every other turn. 

Your fortune* in the gam* lend 10 ebb and flow wtm to 
luminosity cycle This it because .cons of me Light Side ore 
harder to defeat on light squares than on dart: ones Con- 
versely. Dark Side icons are stronger on dark squares and 
st on white ones 



POWER POINTS. The five "power points" ore indi- 
cated on the screen by Hashing red symbols (con* on power 
poinrs heal taster than usual and are protected from the 
©fleets of magic spets. If your icons occupy al five power 
points, you win the gome 



side iTi your turn {Simpie. eh?) Use your re 
frame atop the icon you wont Once you push Ihe button to 
confirm your choice, you must mo ve that icon somewhere 
lit an toon has nowhere lo go. tho computer will not alow 
you to "pick it up") Once you move the toon to Its destination 
(ogam, with the Joystick), push the button again, and the 
obedient image wtl treeie in place 

rvtovernenl cornos in three flavors ground, fry, and teleport 
G round movers cannot move through occupied squares' 
decs ore restricted only In where they land- Ffcen con also 
move diagonally, ground icons cannot Only the Wizard and 
tho Sorceress con ksieport. but lor practical purposes you 
can think of rhem as tilers m disguise 

On any turn, you con move Oh toon as far as Its range 
allows >n any direction or combination of directions It can 
stop on any square not olreody occupied by one ol your 
own icons 

Note: If you chongo your mtrxj while maneuvering a 
around mover, you must backtrack Orhorwise, she com- 
puter, being very Irksral-minded. will assume you ore trying 

toer -- 




THE COMBAT ARENA 



COMBAT. Action <n Ihe combat arena Is immediate and 
nmultaneoui: Ihere It no talcing (urns. Joystick! direct move- 
ment of the ksoni. Pressing the button Initiates an attack — 
wringing a twotd. Ilrtng an arrow, catting o llfoboi- In the 
direction the ksysttcfc it polnled <rou con attack or mow in 
any ot eight directions; up. down, left. right, and the four 
dtagonate Important your Icon cannot move white the 
button Is pressed 

Combat r* of throe general type* Knights and Goc*ns are 
sword-swlngers and ckjOwleWert; mev mutt be very near 
an opponent to inflict damage 

Ihe Banshee and the Phoenix Inflict damage in □ circular 
area around fhemteJves, the longer the opposing icon a in 
that arete, the greater fie damage it tustains Such "area* 
attacks need not be aimed 

All the other icons "throw" movies of tome tort and can. 
consequently, do damage from a considerable distance 
See the OUICK REFERENCE CARD tor a detailed componson 
of the speed rwtobk Speed") of and damage done ["Attack 
Force") by different rr 



computer rings a bet-a high note tor the Light Side, a 
lower one tor tho Dork SkJo-io lot you know 




THE ATTACK INTERVAL. While con-cot is fast and 
furious, you can't Just Tire away as lost as your finger twitches 
It lakes a moment to raise a sword into position to strike-, 
longer to confute even a tost firebal; and the better part of 
two whole seconds (l) to ftp a boulder out of the ground and 
Mt it h»gh enough to throw 

Pushing the button before your icon is ready to s/nke wil 
accoT'phir " "" itq — -jjc opt *o kesep your .cor. frcrr mov 
At the exact instant you can launch another attack, the 



■ the obstootet or bothers in the oreno go 
through kjmknosrtv eyelet of therr own Be careful: ihev can 
be as tricky as an opponenM 

Normally, a barrier is impenetrable However, when its 
cycle changes a bomer's kjminonce to exactly match Ire 
color of ihe background, the barrier disappears . , , lor a 
few seconds Vou con wok over ft, shoot post It, anything 
rsgone. 

furthermore, tor a lew seconds before a barrier vanishes 
and after H reappears, you can wok or fire a missile through 
It. but you (or the mnttle) wil be slowed down 

It this teems at all confusing. |uif remember thai Ihe more 
solid a barrier looks, tho more solid rl it, II you hove any 
doubts, avoid the borners omirofy-ond get om ol ihe woy 
of oncoming missiles 

LIFE. DEATH, AND WOUNDS. Ttw"'lltefine*'crt 
either end of the arena indicate the Current lifespan [hoalttv 
strength) of the two battling loons When an icon it wounded, 
its matching lifeline Is reduced In proportion to the severity 
of the wound when its Holme o gone, the icon is -dead' 1 
and combat « over 

A victorious Icon returns to the strategy screen in control 
of the disputed square However, o seriously wounded Icon 
is easier to defeat the next time it is forced to tight Even the 
strongest icon con be worn down by waves of attackers 

On the tttotegy screen, wounded icons are healed stowty 
by ihe simple passage ol time: (now quickfy. by resting on 
o power point; or inttfaneV and completely, by a Heal spell 



MAGIC 




in ARCHON- Only tm two moget Imoglciontl-ito Wizard 
onatheSotceraM-conco»tip«B.or- - 
cad each ipel orty one* VH» the « 



ft. leaving mo) moo* progreurvely leu obto to detend Km* 
ogalml direct atoc*. 

A jcwfl may be cait instead of a regular mow on the 
strategy screen. Simply new the Irame atop iw mogo. 
as if you were going to move I. Push me Sutton, and in* 
uiuai menage appears Wtlnout moving mo icon, lomw, 
tutt push the button again, and you win get a new meuog* 
' SfKCT VOUR SHU.* 

Puih tnenytflckup or down to survey the ipeft mil avail- 
able, and push the buhan when you ttnd the one you warn. » 



Remember mot you Carl 
■van once, and you cant a 
Or icons on them Details on 



your own toow las MMl Tou cannol lelepott onto or off 
□ power point you comol leMport an imprisoned icon. 
[See iMWJiSON ] 

ADDITIONAL WOTfc Do not contuse Itus ipell with a moget 
rwrmM *ree-tauare movement That a rtunot mag-:, on the 
tome order ai catting nrebals, end n not bound bv the 



D>: Alter selecting the aped, m 



rKSTRICTVOKfc lrbu cannot heol on Icon retting on a power 
point "tou can " Tear' an already heathy loon, but why 

SHIFT TIME 

IFHCT: two effects or* possible Most often the spe* 
reven« the Now ol time: le , the direction o( the rurmnoWry 
cycte of the delta squares. Square* thai hod boon growing 
gradually dorter would now grow hgntei-until the cycle 
peaked. However. H the upon u cait when the luminouty 
cycle a at either peak. Shift Time wll cause the cycle to sh.it 
abruptly to me apposite •• 



SPELLS 




spell Of a normal mew;, except mat the revinnt lo 
from a spBcial diiptay by the tide o* me ttrotegv screen, and 
it* dosi-ootton must be o tocant square ne*t to the mag*, 
with to transpose, and push me txjhon. Then do lh* lama lo WHWCTIOrtt: You cannot "ww on loon not ai.eaov 



be imprisoned otooci 
SUMMON ELEMENTAL 

IFFfOTt mi* spell o*ows you 10 attack any enemy con with 
o new temporary icon representing one oi tour elemen- 
tal*— onmaied spirits ol me ancient elements of eorth. all, 
lire, and water. Combat H conducted In mo combat arena 
a* ujuot, e.cept then the ekjmeniai vanishes alter the bottle. 



dead One of He (mthalv M squares od)c-™ng voutmoae 



Di Once the spell it (elected and the ele- 
mental appears on your tide of the strategy screen, move I 
tolheleonyouvrlshtocfltar*. tn ttte oe*r*wi or ona, direct 
the Wernontol )ust as you would arty ottwt icon 
BCTRICTIONf : Vbu cormot attack an Icon on O power potn«. 
Vou cormot ditoct the elemental to o wrani souore or one 
occupied by one of your own toons. ttxi comot choose 
' III respond to your n 



REVIVE 

VNCT: Thts i . 
lost I 1 killed ') kn combat 




m to the game an Icon previously 



j cannot imprison on con on a power 
point You cannot Imprison any toon crt a time when the lumi- 
notily cycle would outomaflcoiy ttee it. 

CEASE CONJURING 

Ihit is nol o spell: tt Is a way to avoid catling o tpet il you 
mtsrMtoutate. II you change your mind while selecting, a 
spell, or It Ihe tpel you want Is unavoitoole or canceled, you 
may puth the button when CCASE COMJUOIMG is displayed 
This wtl alow you K> start your turn aver. 



QUESTIONS 



rm having trouble telling I hem opal. What can I do? orona, I have trouble running my Icon along Ihe lower 

A- Buy a now Sony IV of befit* yw a computet moniioi wall (It doesnt always worn lo lit ) Sometime* when I try. 

Seriously it you muit put up *ith the limited resolution ot the though, instead of bouncing Oockwar a. Ihe batrw* pop 

overage television set cakx smudging ot certain "V lcem or "rough to the olhsu stdel 

l ur rW wo etwMrnolWtecoonlltonoltho Icons mote A: Injo. Vup So whari your quoihon? 
difficult Nonothctoss. Iho 'Cons oro quWo distinct en most 

Indeed, like crassrrales on me llrsf day o* school, oesplte ® : wha1 h appent It my icon b on top ol a "tu«y" barrio' 

the* sniilal strangeness, they wil toon become so Famlitar " *° ,Kf > 

thai youl wandet how you coiid ever have tolled to Ai »ur loon wit be tyownottihe bomer. jmias mi had 
run into the obstacle from the tide 

R 'he icreen whan fr 



Q: Sometimei when i m Tiling" really tari. I don I hear 
ihe "letood- sound. Am I going too last loi the compute* 
A: n marks the icon's onginol location and serves os o to kMp ^7 

a^na^™^'^ ^ vou change your rrnnd A: (Ftau.e to, laughter.) No If you happen to haw the 

ana nave ro mao ™. button pressed and ihe loysllcfc already potnied at tie end 

af Ihe attack interval (what icme people co«ed the "reload 
Q; Tm having trouble moving my Wizard. When I push Time"! the comouter won't noitw soundlna the boi 

me button and try lo move M. onV Ihe tiamegesM krJLii i sliysoMaunchM voutofloctL 

onywhere 1 figured I wasn't pushing Ihe burton hwd 
enough, to I pushed II again and gal Ihe list al speiw 

What am I doing wrong? q. „ „ (ol „«, Konl lfl me combat oiena lo kill 

A: Nothing The Wtord ond the Sorceress reieport from each ottie*?rl so, who gets the sauoie? 

SIv^^^TTIt^ "* *» *5 « ^ sor. even get kiNed 

"C "P ** tOT »». by a -deocT icon (I (I has arreody launched an ottoc* 

or© octuofy Ihe - 



Q: When my hlend call) SHlH I1ME. the screen changes 
Immediately When I do it, ft waits a lorn before anything 
happens. Why? Q: My attacks ol 

A: *u had the first move. All luminance changes tat 
place artw the second player's turns. (That's one of the A: *>j re pushing she button while youte still moyiryj yc 

advantages ol ploying second ) lean. Moke sure the Joystick It In -neutraT -or ot least 



& ANSWERS 



pointed in l» fight direction- bdofs you press the trigger 
your "nonexistenT attacks ate probably (topped by a 
or barrier rtghl next to you before you con notice them, or 
else you're simply pressing the trigger before youf attack 
interval li up. 

Q : Why does the pause" key onty work In the corneal 
arena, and why only when the computer «s ptaytng? 
A: The 'pause' function exists ro keep the computer's 
icon Irom killing off yours when something outside the 
computer's knowledge (bke the doorool) requires youf 
attention It Is unnecessary on the strategy screen because 
the computer lakes onry a second or two to move, and you 
can rake on unofficial 'lime out" as soon os IT* your turn. 
When your opponents are of the human persuasion, you 
can ask them to slop lor a moment (If thoy refuse perhaps 
you should recruit now opposition ) 

Q: My Archer attacked the Dragon on a black square 
She got killed, but she did hit it with an arrow, to I 
know the Dragon was wounded On my very next turn. 
I attacked the Dragon again, but rt was no longer 
wounded Why not? 

A: Favorable luminance provides a certain magical 
enhancement lo on icon's lifespan One ol the benot-ts of 
this kjmlnonce bonus Is that "nicks and scratches" [a 
category Into which, under she circumstances. your single 
arrow wound (el) ore not permanent. This bonus is also the 
reason a booty wounded icon may make what seems to 
be a mlrocu*ous (It only partial) rocovery between battles 
On a white square the Dragon would have lacked mis 
benefit, and every minor wound would have remained 




A: Because rrisnl there 

Look. IoTks. despite what the Head Dragon mtghl Ike 
you to believe, fantasy was not Inverted in 1974, and LAL's 
mtorpretationi of mythological beasts ore hardly definitive 
0ole-p*ctyirvgc5XT>o»-l«U.f>)rnor^ Monsters* 
Morons, etc. — draw *hr>r subfec" matle* (if no' ttvo-t game 
mechanics] from the same sources we do 5000 years of 
mytti and legena anc a dose reading ot certain contem- 
porary writers of fantasy and science fiction ft you dont 
approve of our Trob complain lo the trol union. 

Q: Why cam I moke copies of ARCHON lor my friends? 
A: Someone always asks One answer is thai ARC HON 
disks are copyprolecied. but that's bogging the question. 
(And yes. we Know copy protection is nol perfect, but il you 
have -he time and talent to get around such devices, we'd 
realy rather you wonted on games ol your own instead .) 

The handful of people at Free Fall Associates wouia 
rather develop gomes than do anything etse. but it we 
cant pay our bills creeling gomes, wel have to do 
something let* fun for us-and (il you enjoyed abcmon 
enough to wont to copy it) probabfy '**» run lor you. 
Royalties are our only Income, and every illegal copy of 
ARCHON represents money we ll never see: pizzas we 
won t eat. paperbacks we'll never get to read. 

We hove -he some dreams you do. probably, Wed kke 
to be rich and famous, and this seems io bo our only 
chance When you come up with an onginal game o> a 
fancy uufcty. you'l feel the same way 

Most of the games you see may be ftp-olfs of arcade 
games and other designers' deas, but ours aren't Our 
games are original products of our own bizane Inxsglrna- 
tions and many months ot work We donl rip off other peo- 
ple, and we donl think we deserve to be ripped off, either 



THE OPPOSING 



An ancient man erf nasi lupematurat 
pow noWUROwnwlNdx of 
light ide in oartin. the w.Kva 
COrt devastating Dak of lire Ha 
rare* *ento:es from me safety of »« 
home power po«. however, and • 
mo** oonmartir uMd to cotr one of 
thetevenspefc (See MAQ*C SPILLS ) 



B»Mn««no a great wtvM tx»* wit 

the 'ai' c f a ton and a (harp. «xr» 
hom Mt a ii» brow, me unicobn 




maidens from tne legioru erf \fcrfha ia 
tocn of These fetoctout females Is 
enoowod wrm two great mogscal 
g.rt*. first me aP-liv to stride Ihe 
oil at if it were hM ground; and. 

.. bhb ■ i mi 



Ihe OJTfM 4 a mogtoal be>ng from 



temper and dorm, in torn he ii a 
huge. •uperbry muscled man whose 
body * par* Be* and patHy ww»l>ng 
eunenisata* Acouttntofhewind 
met. the Ciinm can ic 



l>e ARCHtRS are leanest Amazon 



tine, whitewood bows They a*o 
endowed with mogioot CM**erj th 



rfwrfha bought 



Ihe PHOENIX Ii o Itamng ordot 
immense tUeand power. In battle it 
can eiptode rtoa teeMngmass 
of lire, scorching anyone on the 
perimeter of Ihe blow and burning 
severely any enemy untatonale 
enough to be coughi near the 
ncondosconl core riot onV <• Ihe 



A GOLEM it an artticte* being. 
I'xjped troth itone and gteommg 
metot and anmoMd by magic 
Bough* man-shaped, a is huge. 
rwtcethetwgMofamorvRt 




and armored against toes tar larger 
won themsefces Aflhougn they 



blow from many of their enemie*. 
they rxxw not De mere cannon 
[or dragon) fodder. Provided fhev 



attack give* them a chance to tur- 



PLAYING HINTS 



STRATEGY SCREEN: OPENINGS 

CONSERVAirVS OPENING This invorvo* moving your 
unfavorably located icon* onto more favorable squares 
(while squares for Light icon*, block squares tor Dark icons). 
The idea is to establish a strong, balanced position eorty 
on. Since tie comer icons (the Vbfcyne. Bansheel are 
mobile and e*pecloty vuhetabJe to magical attack (via 
tie Summon Elemental or teieport spells), these are oPen 
the not to be moved. Being a ground-mover , the Unicom/ 
Banshee will be stuck on the "wrong" square until you dear 
an escape route, either directy by moving the Knight • 
Goblin in Ironf of H or indirectly, and more stowty. by moving 
other Knights, Goblins and then od)acenl Icons in the 
back rank 

MAGICAL ASSAULT tTMG JUJU~ OR "MAJOR MANA" 
OPENING). The aim here U to wipe out the strongest enemy 
Icon right ott the bat, before it can do any harm. This s most 
easily done with a combination ol spels Imprison. Summon 
Elemental, Teieport. and. if needed. Reverse Time The limt 
spe* holds the victim immobile while you attack with an 
elemental and then ono of your strongest toon* tetoportod 
across iho board Shin Time may be used to prevent the 
imprisoned icon trom getting away before you can finish 
to*. 

MONSTER ROMP. This is nsky but tun and sometimes sur- 
prtsmgry effective. Just fly or teieport one of your strongest 
icons (tie Djiml; Dragon or Phoenix /Shapeshiltor) to the 
other side ol the board, and take * on a romptn: sfompin' 
four of all the occupied squares unfavorable to the icons 
stuck on them. Thts procedure tends 10 throw new players 
Into a pantc, which a always helpful. More experienced 
players wit either imprison the attacker or counter with a 
monster romp of their own Rapid attrition on both sides 
knows such a counter attack 



STRATEGY SCREEN: GENERAL HINTS 

STAY ON YOUR COLOR! The effect of a square's Umlnance 
on the Me of your Icons tt targe-oflen as much as 50\ 
ATtack on unfavorable squoros only it you have on over- 
whelming superiority over the defending icon 
PLAN AHEAD. Most successful attacks require more lhan one 
mow to exocuto, Boloro taking o square, consider what 
What Icon wtl continue the assault 



if the twsi attacker oses? 

AVOID TRAFFIC JAMS Make openings In your front line tor 
ground-mows lo pas*. The greater your force's mobility, 
the greater «s flexibility and strength. 
PROTECT YOUR MAGCI The VVlrord 1 Sorceress may be a 
tough hombre in the combat arena but doom is nigh 
should you lose your mage eorty in the game Since power 
points ore immune to magsc spetrs. it Is a wise idea to keep 
your Wnord.' Sorceress "ol home" 



STRATEGY SCREEN: SPELLS 

TELE PORT This speU is handy for tossing a stow or unfavor- 
oDV placed Icon into your c»pponenrs bock tank to raise 
a ruckus AJSemattvery. you con leleporf o wounded icon out 

HEAL Never heal the Shapeshrfteri Since it regenerate* 
completely between battle*, the spei would be wasted 
SHIR TIME. Use this spel to prolong an Imprisonment by 
reversing the flow of time before the luminance cycle peaks 
freeing the enemy icon Conversely, especially (f you are 
ploying second, you can tree your own imprisoned icon 
eorty by casting the spell at the opposing luminosity peak: 
in that case, the cycle will lump to your peak, and you Icon 
will be treed A more strategic use ol the spell could allow 
ycxj to make a concerted attack on the power ports— 
and poufbfy win the game-by koeprng the fuminanco 

EXCHANGE. An enemy advance con be frustrated tem- 
porarily by exchanging a menacing intruder [e g , on 
opposing Dragon/ Djlnni ) in your territory with o weaker 
toon [a Goblin; Knight) from your opponent's rear ranks 
SUMMON ELEMENTAL Smce elemental* are neutral Doings, 
unaffected by change* m luminance, they ore well sotted 
to olfacking an annoying enemy icon shot remains on 
squares favorable to it The Spel is also de ngueur against 
mage* thai venture from their home power points. 
REVTVt Revive onry strong icon*. AJto, avoid placing a 
revived icon on on unfavorable square, or II may die again 

IMPRISON. The real trick with this spol is timing, coupled 
with Shtft Time. N necessary, to prolong the effect. Imprison 
a threatening intruder to blunt an attack, or immobilize a 
strong icon on a delta square, then oHocsv when the kimi- 
nosty eyes* is most favorable 



& TIPS ON STRATEGY 



COMBAT ARENA: GENERAL HINTS 

DON'T MOVE IN STRAIGHT UNE5 Monsiers a<e mcky; you 
should be, too Dodge and weave Don't become 
pfttfrtflW t 

HIT AND RUN. Don't jusl tiro a shot and then tit there waiting 

for a retoNatory strike Take your Roger off the button imme - 

dxjteV after firing, and boogie on out ol mere! If you hii 

something, it can probably hit you 

USE DIAGONAL SHOTS! Although cMtcu* to mosler. 45°- 

ongle shots wil Improve your performance dramaiicoJy 

f-ew players manage consistent diagonals 

TRAP YOUR OPPONENT IN A CORNER Ml Is especially heto- 

ful for staggers with slow, easily dodged missiles and for the 

poor mhghters (Knights, Goblins) 

FEINT1 Vic* you' opponent inlo attacking by moving into 

the line of tlte momentarily Then, m the interval before 

the enemy won oan attack again, close In and kxsse your 

CONFUSE YOUR OPPONENT When al close range, dodge 
back and forth to keep horn being nailed Thrt is esoocalV 
important when you cannot afford on exchange of blows 
and is vital for a Knight Goblin, 

KNOW YOUR ICON'S STRENGTHS AND WEAKNESSES. Diluent 

icons teauiro different tactics -sometimes iad*catV differ- 



COMBAT ARENA: THE ICONS 

WIZARD. Avoid using the Wizard In combat unless attacked 
In a light, approach to mid-range but no closer. Stay in the 
open firebofts oie easily stopped by bamers 
SORCERESS. Avoid combat H pou*Xe< The speed of her 
lightning bolts makes the Sorceress effective at long range 
Play detensrvery. and use the barriers to trap an enemy 

UNICORN/ BASILISK. Speed and distance ore their prime 
weapons. Never close, espeeioly H <no opponent is in the 
open. Try to use lines of banters as ceeys lor lire 
ARCHER. The Archer's arrows are not fast so she must gel 
lairty close to ensure a hit. Slower targets. ol course allow 



creatures are their long lives and deadly attacks, (Those 
boulders hurt!) Since the rocks travel slowly, the Golem/ 
Troll must get close to the enemy 8e aggressive* 
DJINNI, DRAGON. Vou have power to spare here, so be 
braien to attack Avoid me possible entanglements ot 
okitiered terrain when fighting an toon with a tart attack. 
VALKYRIE The Vblkytio is basically a tougher Archer with 
a more damaging but slower-moving attack. Use sim- 
ilar ractics 

PHOENIX Get ctose-the closer, tne better Trap fast toes In 
comers Avo»d (long alleys, and use the exptosrve oftack 
defensively when necessary to keep from being hit Never 
sif st.1 when vulnerable 

SHAPE SHIFTER. The success ol the icon is solely dependent 
on the proper battleground. Avoid while squares Ilk* Ihe 
ptoguef Ignore the Knights rwhy take a chance on getting 
kited for so small a prize?) Attack strong kcons on block ot 
dark squares. 

MANTrCORE. This beast has the advantage of a broader 
attack tvon Its counterparts. especic*y on diagonals 
Be bold against week opponents, but remain at mid-range 
when fighting more dangerous OCNersorles. 
BANSHEE The Banshee roquires-ond rewards-great skill; 
she is worth the extra effort needed. Stay out of fifing lines 
unlil the moment ot attack; then come tn Irom the side, 
where the area of effect li greatest Release the Joystick 
button immedlaiety after pressing % and follow Ihe oppo- 
nent closely to prolong the exposure to the scream. Avoid 
the Ootom (sometimes known as "Ihe Banshee curse-), 
KNIGHT | GOBUN. Where these infighiers ate concerned, he) 
who hesitates « dog food Move auickV but errarlicaiv 
Get m dose and slay met* Dodge back and forth or circle 
yout enemy to avoid return fire and Butter your opponent 
Never stand M. and attack constant* m a Knlght-Golbin 
conflict, use feints and stop thrusts Accept an exchange of 
blows only if you have a tignlflcant kjminosrry advantage 



one another. The Earth elemental should be played like 
a Golem Trol. which tt greatly resembles Of the other 



greater ra'vje 
GOLEM.' TROLL 



The advantages cf these slow-moving 



Water the longest litespon Tacficofry. you can mlr* of Fire 
as a Wizard A* 05 on Archer, and Water at a Manftaore. 
Regardless of which elemental you hove, h 
aggressivef I Remember the* its wounds d 
it wil not outlast the battle, anyway, 



Designer Paul Relchg lit (proriounced RICH-ee, which he'd 
like to be], a young man of 22. is no newcomer 10 games 
Whil© «>» in Ugh school, ho and two MMft formod Fantasy 
Art Enlerprtj©* to publish o pa* of (ote-p*avng supplements. 
The Nec/cmican and Sooty and 're Beast* A r ee fi ng wff h 
Jon prompted the cteal.cn ot The Keys of Acheion, a sequel 
to Jon i neAtire Wonor. and some graphics design tor other 
ASI games Publication of hts Dungeons 81 Dragons module. 
Temple ol Poseidon, led lo a stint at TSR. puc*shers of DAD 
There, in me troien wastes of Wisconsin (which maybe 
redundant), he developed Vbmpyre to Dracuio game], 
legion of Gold la Gamma Wodd module), and new rules 

Piogrammer Anne Weslfal is older than Paul. She was 
raising two children, managing a ranch, and growng wine 
grapes Hi the great Sonoma wine region, when she de- 
cided she needed more of a challenge Returning to school, 
she discovered computers ol the ogo of thirty, and her lilo 
wai never the same At Morton Technologies whero she 
helped establish ine«r software division. Dtsco-Tech, she 
spent two years designing, developing, and programming 
Survey M . an Integrated package ol three efoborate. 
tectrecol programs lor surveyors and subdivision planner) 
After being enticed (by extracumcular consideration*, one 
suspects) by Jon Into Joining Automated Simulations, she 
entered The world ot game programming, obeli m BASIC. 

Designer Jon Freeman is also older than Paul. A 00- 
toundor of Automated Simulations. Jon wot responsible tor 
the design and development of most ol that company's 
games, including two award-winners Temple ol Apsfp (lor 
which he designed the Ounjonquest sysiem) and Star War 
rior- Htt writing credits include The PLAYB OY Winner s Guide 
to Board Games, The Comp lete Book'of Vrargames. a " 
dozen gome marxials £wK*xi»Tg histovortte. Crush. Crum - 
ble and Chompi ], and various stories and articles 



E ARTISTS 



Sharing a mutual dissatisfaction with me company's direc- 
tion, Jon and Arms (who were by then sharing a house and 
a preposterous collection of books, records. *ea. and wine) 
led the hegira from ASI In December, 1981. lo form Free Fall 
Associates, an Independent game development firm. After 
learning the ins and outs of the Alan computer and teaching 
rw rs f O H embler language. Anno and Jon collaborated on 
Tax Dodge, a thematlcolty urvque. technically superior, 
□duf maze game that owed nothing so a certain widely 
imitated eating game lo stay au courani and to provide 
d reasonable working environment the current Free Fall 
Office* boost a pleasant take view, copies of every con- 
sumer electronics magazine known lo rran, and an Impres- 
sive array of ele c tronic gear 

Paul has been accused of being a ton, blond often, but he 
insists he comes rrom o oaWe-ianohlng fam*y fti Nebraska 
He admits to »k»ng large American cars, wind-up toys, ond 
punk rock. Aside from this he seems as normal os any other 



In her currently nonexistent spare *ime, Anne enfoys bird 
wratching. m^r-rafting. and hiking, as welt as classical music 

An ardent libertarian, Jon enjoys (1! that it the proper term) 
a number of odd dtsnncfons. including fho ourhorship of 
one ot the most obscure sctence-flclron novels ever pub- 
lished, an appearance on two of the least known TV pro- 
grams m the Western wend, and a role m what must surety 
hove been the towetf-budget karate movie ever made 

Paul is single but taking applications Jon and Anne are 
mamed ond intend lo stay thai way While they are both, 
native CoHomians, oft three hove lived elsewhere, and no 
one is eager to repeal the experience The three share a 
oommon interest in science fiction and lontdsy dinosaurs, 



electronic arts 
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lON-Quick 

The Opposing 



LIGHT SIDE 



ft 



MB 

AF AC* MOW Firpoa 
ATTACK FORCE G««ar 
ATTACK SPEED 
ATTACK INTERVAL A 



NUMBER OStOE 1 




NUMBER ON SIDE 2 






MOVIM1NT 
SHED Nome 
ATTACK M0« Arw 
ATTACK FC*Cf M*rxx 
AJ1ACK SHED 
ATTACK INTERVAL 
LIFESPAN Start 
NUMBER ON SID* 2 




HC Ml 



FV-5 



ATTACK MOOt Fwy 
ATTACK FORCE GfO< 
ATTACK SPEED Stow 
ATTACK INTERVAL Long 
UfESPAN Long 



5* 



MOVEMENT 

SPEED Sow 
ATTACK MOD* BoutO* 
ATTACK FORCE G««ol 
ATTACK SPEED Stow 
ATTACK INTERVAL Long 




MOVEMENT 
SPEED NomoJ 
ATTACK MOOS: Sword 
ATTACK FORCE: Mnor 
ATTACK SPEED InMnt 
ATTACK MERVAL Vtofr Short 



COMMAND • SUMMARY 



ARCHON 



ATARI HOME COMPUTERS 



Number o( Plov ers - One or two 

To Start - After the title screen, o board screen will appear 

^^HB - To select one or two-plover gome. 

- It one-player, to select Light or Dork (or the computer 

To choose who goes first. Light or Dork 

BBBI To start the game. 

NOTE : After several moments, if you don't start, the computer will start o 
demonstration 



To Re stnn 



- Either ot these will return you to the opening Board Screen ond the 
pre game menu. This is also how you stop a computer demonstration. 

To re-start the game with the same line-up 

To return to the Title Screen 



Load Notice : - This program will not run with BASIC or a cortridge m the system 

- Atari 600 XL 800XL. 1400XL or 1450X1 owners must hold down the 
HHHtov while turning the computer on 

- See your Atari Owner's Guide tor detoiled instructions. 



Movement 

- Use joystick to move icons and (tames. 

- Use joystick button to start and finish moves 

- See Manual for detailed instructions 

Combat 

Knight or Goblin : Press burton, and while it is held down, move the joystick in the 

direction of the enemy. 
Banshee: Pressbuttontoinitictecrrtcick.Bansheecanmcwewhilescream 

ing only if you release the button. 
Phoenix: Press button to initiate attack Phoenix cannot move until the 

explosion is over. 

All other icons (throw, fire, or cast a missile): 

Press button to prepare missile, and fire it by moving ioystick in 
desired direction. 

NOTE : Your icon con never move while the joystick button is pressed. 

Other Commands 

To pause or resume game play (only during a one-player game]. 



YOUR GAME MANUAL IS LOCATED INSIDE THE FRONT PANEL OF THIS PACKAGE 



